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1.0 INTRODUCTION 


1.1 GEOPOLITIQUE 1990 is a compre- 
hensive computer simulation game of 
international diplomacy and conflict in 
the decade of the 1990’s. The human 
player in GEOPOLITIQUE 1990 is cast in 
the role of President of the United States 
in a world troubled with economic scar- 
city, strong international tensions, and 
the threat of global war. Attempting to 
frustrate U.S. intentions is the Union of 
Soviet Socialist Republics (U.S.S.R.), played 
by the computer. Both the human and 
computer player must make complex 
decisions concerning economic, military, 
and diplomatic affairs. These decisions 
are made in the context of a world con- 
sisting of 16 "minor" countries, each pos- 
sessing unique characteristics, such as: 


a) Natural Resources (Food, Metal, 
Energy) 
Industrial Strength 


b 
c) Military Strength 

Political Orientation (10 Levels 
ranging from Pro-U.S. to 
Pro-Soviet) 


d 


е) Governmental Stability and 
Resolve. 


Figure 1-1 shows the world as depicted in 
GEOPOLITIQUE 1990. 


1.2 GEOPOLITIQUE 1990 consists of two 
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complete, self-contained simulations: 
A politically-oriented simulation of a 
“peaceful” U.S./Soviet struggle to dominate 
the world and a militarily-oriented simu- 
lation of World War III. These two simula- 
tions are linked by the capability of either 
player in the "peaceful" phase of GEO- 
POLITIQUE 1990 to declare war on the 
other. In this case action switches to the 
military phase of the game. 


In the diplomatic phase of GEOPOLITIQUE 
1990, the United States and Soviet Union 
combine raw materials with industrial 
capacity and capital to build military 
units, Political Action Points (PAPs), and 
additional industrial strength. They then 
utilize these outputs to attempt to influ- 
ence the minor powers to grant economic, 
political, or military concessions. These 
concessions allow the major power to 
gain access to the minor country's raw 
material/industrial base (economic agree- 
ments) or to political strength (political 
agreements) or to military security (mili- 
tary agreements). The actual major power/ 
minor power negotiation process is criti- 
cal in GEOPOLITIQUE 1990 and English 
language responses from the minor coun- 
try itself appear on the display. The victor 
in the diplomatic phase of the game is the 
power (U.S. or Soviet Union) which first 
attains its objectives (which are unknown 
to the opponent) in terms of Gross National 
Product, Prestige, and Military Security. 
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Figure 1-1 


1.3 Play in the diplomatic phase of 
GEOPOLITIQUE 1990 is strongly influ- 
enced by the possibility of world war. 
The military phase of GEOPOLITIQUE 
1990 simulates this unfortunate possibility. 
Using the same world map as employed 
in the diplomatic phase of GEOPOLITIQUE 
1990, the U.S. (human player) and the 
Soviet Union (computer) engage in a world- 
wide conventional (non-nuclear) war. 
Wartime economics are simulated as the 
U.S. and Soviet Union must allocate re- 
sources to build new military units, rein- 
force for existing units, and extend their 
industrial base. Sea, land, and air warfare 
is simulated, and includes factors such as 
Air Superiority, Amphibious Landings, 
Terrain Considerations, and Minor Coun- 
try Military Forces. 


1.4 In this manual the diplomatic phase 
of the game will be referred to as GEOPOL; 
the military phase will be referred to as 
GEOWAR. 

2.0 GEOPOLITIQUE 1990 


GAME EXECUTION 


2.1 To set up the game, 


a) Insert the game disk into 
the drive. 


b) Turn on the drive; turn on 
the computer. 


c) Following the prompt READY, 
type LOAD “*”, 8 
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а) Following the second prompt 


READY, type RUN 


2.2 After a few seconds, the GEOPOLI- 
TIQUE 1990 option menu will appear. 
This menu offers various options. Once 
all options are selected, press the SPACE 
BAR to go on. 


2.3 The game is ready to be played with 
the highlighted options. By pressing the 
number of the option you wish to change, 
the highlighting will move. (See Figure 2-3) 


2.4 For example, the first option offers 
play of a NEW game or a SAVED (old) one. 
If you desire an OLD game, press “1” and 
then the SPACE BAR. Follow the instruc- 
tions given on the screen. 


2.5 The second decision concerns the 
scenario to be plaved. The various para- 
meters of the scenarios are described in 
the scenario reference chart. Appendix B 
gives a brief background for each. 


2.6 Thenextdecision concerns the level 
of difficulty. There are four levels that 
determine the ease with which the U.S. 
arrives at agreements with minor coun- 
tries as well as the initial U.S. prestige, 
industrial capacity, and objectives. The 
ability of the Soviet Union to gain agree- 
ments is also affected by this choice as 
well as the initial Soviet military strength 
and economic strength in GEOWAR. 


2.8 The final U.S. decision concerns 
goal priorities. The U.S. player is prompted 
for the most important and second-most 
important U.S. goals, choosing among the 
categories of economic, political, and 
national security objectives. These choices 
affect the U.S. objectives shown in 
Figure 3-2. 


2.9 The player is then informed of the 
initial Soviet Politburo members. See the 
reference card for a description of each 
potential Politburo member's policies. 


2.10 Following this, the player is asked 
whether he/she wishes to start the game. 


2.11 If he/she chooses not to start the 
game at this time, complete instructions 
for saving the game are given on the 
screen. 


2.12 The save game procedures allow a 
disk to be formatted from within the 
program. However, any disk properly 
formatted for the Commodore may be 
used. Formatting is required only the first 
time the disk is used. Note that reformat- 
ting a disk will destroy existing data and 
saved games on the disk. 


3.0 GEOPOL GAME 
OVERVIEW 


3.1 Playa GEOPOL, the diplomatic game 
in GEOPOLITIQUE 1990, consists of a 
sequence of economic, political, and mili- 
tary decisions on the part of both the 
United States (human) player and the 
USSR (computer) plaver. 


3.2 Each turn represents one (1) year of e) U.S.-Minor Negotiation Phase 
simulated time, beginning with the year f S.U.-Minor Negotiation Phase 
1990. Each turn follows this sequence of 
play: 3.3 The Strategic Decision Phase begins 
a) Strategic Decision Phase with a display of the relative position of 
5 А > ] S > a IS ы s У: . к è 
b) Economic Planning Phase the Mb: and the SSH ? egarding their 
Ji | ' respective economic (GNP*), political 
"| r 7 » » Q . .1 T . ~ . 
c) Military Placement Phase (Prestige*), and military (National Securi- 
d) Political Action Phase ty*) goals. (See Figure 3-2) 
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GEOPOLITIQUE 1990 
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Figure 2-3 
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* =U.S. objective 
xW * = Indicates USSR has attained at least 90% of goal 
in this category 





Figure 3-2 


* See GLOSSARY for a detailed discussion of this term. 
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A report menu then allows the player to 
choose to see more detailed status reports. 
After the reports are examined, The U.S. 
player must decide whether to declare 
war on the Soviet Union. If he/she does, 
play switches to GEOWAR, the military 
game in GEOPOLITIQUE 1990. 


The Soviet Politburo also evaluates whether 
to declare war. If changes occur in the 
Politburo membership as a result of Soviet 
successes or failures in the game, bulletins 
describing the changes appear on the 
screen. In addition, other bulletins report 
special events occuring in the world 
which result in overthrow of minor coun- 
try governments, gains or losses in U.S. or 
Soviet Prestige, or increases in the world 
tension level.* 


3.4 Inthe Economic Decision Phase, the 
U.S. player controls the U.S. economy, 
acquiring political and military capabili- 
ties to be used in later phases of the turn. 


First, the U.S. player allocates his/her 
total industrial capacity (domestic plus 
foreign) to raw material and secondary 
goods production. 


Next, the U.S. player distributes that 
portion allocated to raw material produc- 
tion to development of three resources: 
food, metal, and energy. 


The computer calculates the total U.S. 
raw material production (including foreign 
sources) of food, metal, and energy there- 
by made available for production of 
secondary goods. 


Following this, the computer determines 
whether the U.S. player has sufficient 
raw materials and other resources to 
support the current number of U.S. mili- 
tarv units. Ifthe resources are insutficient, 
the U.S. plaver may be forced to demo- 
bilize one or more military units. If the 
resources are sufficient, the U.S. player is 
given an opportunity to voluntarily demo- 
bilize units to free the resources for other 
uses. 


3.5 Finally, the U.S. produces the fol- 
lowing secondary goods: Military Main- 
tenance Points (MMPs), Military Mobiliza- 
tion Points, Political Action Points (PAPs), 
and Industrial Capacity. MMPs are used 
to maintain military units. Military Mobili- 
zation Points allow military units to be 
built. PAPs help the player to gain the 
right to negotiate with minor countries in 
the Political Action Phase. Industrial Ca- 
pacity which is produced is added to the 
existing U.S. domestic industrial capacity 
and may be used in subsequent turns to 
produce raw materials and secondary 
goods. 


3.6 The computer similarly computes 
the changes in the Soviet economy. Based 
on the respective orientations of the three 
Politboro members currently in power, 
the Soviet Union produces more or less of 
the various secondary goods. The player 
will notice decided shifts in the focus of 
Soviet production in the game. 


3.7 Inthe Military Placement Phase, the 
U.S. and the Soviet Union take turns 
placing individual military units. They 
are represented abstractly by Task Forces: 
one Task Force for every three military 
units or fraction thereof. 


3.8 During the Political Action Phase, 
both the U.S. and the Soviet Union try to 
gain the right to negotiate with the various 
minor powers by the placement of politi- 
cal action points (PAPs) purchased during 
the Economic Decision Phase. First, the 
U.S. player places the PAPs in the various 
minor countries. No more than two (2) 
may be placed in each minor country. 
Next, the computer places the Soviet 
PAPs. Finally, the net difference is cal- 
culated and displaved on the world map. 


3.9 Inthe U.S.-Minor Negotiation Phase, 
the U.S. player tries to obtain agreements 
with countries. Only a minor country in 
which there is a net positive number of 
U.S. PAPs at the end of the PAP placement 
may be approached for negotiation of 
economic, political, military, and neutral- 
ity agreements. 


3.10 In a similar manner, in the SU- 
Minor Negotiation Phase, the Soviet Union 
attempts to gain agreements with minor 
countries. 


3.11 World "Tension Level, a funda- 
mental concept in GEOPOL, represents 
the general diplomatic “atmosphere” of 
the world as follows: 


I. Relaxed world situation. War 
is very unlikely. 

II. Less relaxed world situation. 
War is considered possible in 
some quarters. 


III. Tense situation. Declaration 
of world war by one of the 
powers is credible. 


IV. World situation very tense. 
U.S. and/or Soviet Union think 
war inevitable. 


3.12 Certain events and actions tend to 
increase the world tension level: 
a) Special events (not under 
player control). 
b) Soviet intervention in 


U.S.-minor negotiations and/or 
a U.S.-initiated limited war. 


c) Initiation of a limited war by 
either major power. 

d) Mobilization of new military 
units by either major power. 


3.13 Certain actions tend to decrease 
the world tension level: 


a) Demobilization of U.S. or Soviet 
military units. 


b) Time — the world tension level 
tends to fall over time if no new 
stimulants occur to increase it. 


c) Declining to start a limited war if 
the opportunity arises. 


3.14 Asthe world tension level increases, 
there are several effects: 


a) Declaration of war by the Soviet 
Union becomes more likely. 


b) Military-oriented members of 
the Soviet Politburo are more 
likely to come to power. 


с) Soviet military spending tends 
to increase. 


d) Minor governments are more 
likely to make agreements 
with a major power. (Neutrality 
is more difficult to maintain.) 


е) Minor countries tend to arm, 
increasing their military strength. 
This makes them more difficult 
to defeat in limited war. 


3.15 The U.S. is victorious in GEOPOL by 
meeting its GNP, prestige, and national 
security goals while at the same time 
avoiding war. (If war does occur, the 
GEOWAR victory conditions apply.) These 
goals are dependent on the scenario 
being played and the relative goals se- 
lected by the U.S. player in the game 
initialization. 


3.16 Figure 3-2 shows the U.S./Soviet 
goal status display (in bar-chart form) 
indicating the relative U.S. and Soviet 
progress in attaining the goals. Note that 
U.S. goals are denoted by asterisks. 


3.17 Although the exact Soviet goals are 
unknown to the U.S. player, a warning 
symbol (*W*) appears on the right-hand 
side of the display whenever the Soviet 
Union reaches 90% or more of its goal in a 
particular category. 


3.18 General guidelines to aid the player 
in attaining goals should be considered. 
To increase GNP, a player must invest in 
additional industrial output or gain 
economic agreements. To gain prestige 
points, a player must successfully negotiate 
agreements with minor countries (espe- 
cially political agreements). To gain na- 
tional security points, a plaver must achieve 
military agreements with minor countries 
and/or build an army larger than that of 
the Soviet Union. 


3.19 Because of the potentially long 
duration of GEOPOL, nominal time limits, 
expressed in numbers of turns, are rec- 
ommended for each scenario, These limits 
are as follows: 


Ending 
Scenario Duration Year 
1 12 2002 
2 8 1998 
3 10 2000 
4 10 2000 
Б 12 2002 
6 10 2000 
7 8 1992 


If neither side has achieved its goals at 
the start of the year in the right column, 





* See GLOSSARY for explanation of this 
term. 


the game should be judged a draw. If, 
however, war is declared, play should 
be continued until a GEOWAR winner 
emerges. 


3.20 Players may wish to limit the U.S. 


player by allowing a U.S. declaration of 


war only if the USSR conducts a limited 
war (an optional constraint). On the other 
hand, players may prefer to declare war 
in the first turn and go directly to GEOWAR. 


4.0 GEOPOL STRATEGIC 
DECISION PHASE 


4.1 The GEOPOL Strategic Decision 
Phase begins with the display of the year, 
the name of the game scenario, the cur- 
rent tension level, and the goals of the 
U.S. and the USSR ... economic (GNP), 
political (Prestige), and military (National 
Security). See GEOPOL Game Overview 
paragraphs 3.11 through 3.15 for discus- 
sion of tension levels. 


4.2 In some years, world events occur 
that may have a bearing on the outcome 
of a player's efforts. Bulletins describing 


these events move across the bottom of 


the screen. 
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Figure 5-1 
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4.3 Three updated reports are made 
available to the player: U.S. Military Pres- 
ence, Minor Political Orientation, and 
Major Powers Agreements. 
4.3.1 U.S./Military Presence. 
Each Task Force (representing 3 
military units or any fraction thereof) 
currently in place is shown on the 
map: *US (in black and white at the 
top of the area: in color in grey) and 
*SU (in black and white at the 
bottom of the area: in color in red). 
The numbers of existing U.S. and 
Soviet units are given below the 
map. 


4.3.2 Minor Political Orientation. 
Circles appear on the map to indi- 
cate the orientation of the area in 
which they are located. 


3 hollow circles Very Pro-US 


2 hollow circles Pro-US 
1 hollow circle, 
1 solid circle Neutral 


2 solid circles Pro-Soviet 


3 solid circles Very Pro-Soviet 


4.3.3 Major Power Agreements. 
E, P, and M appear on the map 


DOMESTIC 
FOREIGN 


TOTAL 


Secondary 
FARMS/MINES 
/WELLS 


IND. CAP. 


? (5.10) 


DOM. PRODN 


FOREIGN PRODN 


TOTAL PRODN 


25 


20 


45 


(1.9. in black and white at the 
top of the area, in color in grey: 
Soviets in black and white be- 
low, in color in red) to indicate 
the existence of economic, politi- 
cal, and military agreements in the 
area in which they are located. 


4.3 Following the analysis of the reports, 
the US player is asked whether he wants 
to declare war on the Soviet Union. If 
he/she does, play switches to GEOWAR, 
the military simulation. 


5.0 GEOPOL ECONOMIC 
DECISION PHASE 


5.1 Figure 5-1 depicts the overall struc- 
ture of the economic model used in 
GEOPOL. 


Foreign industrial strength is obtained 
from minor countries with which the U.S. 
has economic agreements. 


Domestic industrial strength is set at the 
beginning of each scenario (See the Sce- 
nario Reference Chart) and augmented 
by the production of additional industrial 
points when U.S. secondary goods are 
produced. 


US ECONOMIC CONTROLS 
INDUSTRIAL CAPACITY 


Industrial capacity from 
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Total Industrial Capacity 
available 
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Figure 5-3 
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Figure 5-4 


Foreign industrial strength and domestic 
industrial strength are combined to make 
the total industrial capacity. 


5.2 The GEOPOL Economic Decision 
Phase deals with the allocation of the 
total industrial capacity to raw material 
production (food, metal, and energy from 
farms, mines, and wells) and to the sec- 
ondary goods (military maintenance, mili- 
tary mobilization, political action, and 
further industrial capacity). 


5.3 THE FIRST ECONOMIC DECISION. 


The U.S. plaver first decides how much of 
the total U.S. industry should be allocated 
to raw material production (the remain- 
der) becoming available for later second- 
агу goods production). 


Figure 5-3 shows a typical display. Re- 
sponding to the prompt 


ENTER IND CAP FOR RAW MAT’L PROD 


the U.S. plaver enters any integer value 
up to the total number of industrial 
points available. 


5.4 THESECOND ECONOMIC DECISION. 


The second U.S. economic decision re- 
quires allocation of those industrial points 
assigned to raw material production to 
production of the three types of raw 
materials: food, metal, and energy. 


Figure 5-4 shows a typical display. The 
initial display produced by the computer 
assumes a roughly equal distribution of 
the available industrial points across the 
three raw materials: FOOD, METAL, and 
ENERGY. 

Responding to the prompt 


ENTER IND(I)/RE or QU 
the plaver may enter 

IND(I) — (Industry), causing a 

prompt directing the player to 

adjust the distribution of indus- 

trial points across the three raw 

material categories. 

RE — (REfresh), causing a regen- 
5 o 

eration of the current display. 

QU — (QUit), causing an exit from 

this displav, with raw material 

production set at the values shown 

in the TOTAL row of the displav. 


5.5 Upon entering 1, this prompt appears: 


ENTER IND CAP FOR FD/MTL/EN 
MUST SUM TO X 


where X is the available industrial capacity. 


Enter three (3) integer numbers, separated 
by commas, representing the desired 
production of food, metal, and energy. 


5.6 Players should note that domestic 
raw material production is a nonlinear 
function of the industrial capacity applied 
to the raw material good. For example, 
assume the U.S. has 10 farms. Then the 
number of domestic food points produced 
by the U.S. depends on the industrial 


points applied to farming, as follows: 


No. of Resulting Domestic 
Industrial Points Food Production 
0) 0 
10 20 
20 38 

Infinite 50 


Hence, even with unlimited industrial 
capacity applied to a given raw material's 
production, domestic production will not 
be unlimited; it will be five (5) times the 
original number of farms, mines, or wells 
available. 

5.7 Added to the domestic raw material 
production is foreign raw material pro- 
duction. Foreign raw materials are ob- 
tained through economic agreements 
negotiated in the U.S.-Minor Negotiation 
Phase (See the MINOR COUNTRIES on the 
reference card for the numbers of raw 
materials available from each country. 


5.8 After the allocation to the raw mate- 
rials production, The U.S. may have in- 
adequate resources to maintain its mili- 
tary units. If this occurs, the player is 
notified at this time that units have been 
forced to demobilize. 


Even when not required to do so, the 
player may prefer to demobilize military 
units. The plaver is asked to respond to 
the following prompt: 
DOES THE U.S. WISH TO DEMOBILIZE 
ANY UNITS (Y/N)? 


If he answers affirmatively, he is asked to 


ENTER NO. OF UNITS (1-X)? 


where X is the maximum number of 


military units available for demobilization. 


4 


5.9 Before the U.S. continues its econo- 
mic decision-making, Soviet planning 
occurs. If Soviet changes in leadership 


occur, bulletins will describe the change 
at this time. 


5.10 THE THIRD ECONOMIC DECISION. 


The third economic decision allocates 
the industrial capacity to the secondary 
goods: military maintenance, military 
mobilization, political action, and further 
industrial capacity. 


Figure 5-10 shows the consumption of 
resources (food, metal, energy, industrial 
points, and dollars) required for the pro- 
duction of secondary goods with the 
selected allocation of industrial capacity. 


5.11 The 8th column (head LAST YR) 
shows the secondary goods production of 
the previous year. 


The 7th column (headed LIM PROD 
shows the minimum number required 
for military maintenance of the existing 
military units. 


The 6th column (headed 1992) shows the 
current secondary goods allocation. 


5.12 The first five (5) columns of this 
display show the amounts of food (F00D) 
metal (MTL), energy (EN), industrial points 


(IND), and dollars ($$$). 


5.13 The row headed AVAIL shows the 
available amounts of resources (food, 
metal, energy, industrial points, and 
dollars). 


5.14 The rows headed MIL MT., MIL MOB, 
POL ACT, and IND. CAP show the amounts 
of the resources that must be expended to 
produce these secondary goods. 


5.15 The row headed NET shows the 
resources remaining in each category 
after production is complete. 


GEOPOL 


*** U.S. ECONOMIC PRODUCTION *** 
1992 
IND CAP AVAIL 21 


FOOD MTL 


AVAIL 34 
MIL MT 12 
MIL MB 1 
POL AC 

IND CP 2 
* NET * 16 


ENTER PROD(P)/RE OR QU? 


1992 LIM 
PRD PRD 


IND $$$ 


21 
12 





Figure 5-10 


5.16 For example, in Figure 5-10, three 
(3) political action points (PAPs) are pro- 
duced. The Geopol Economic Costs chart 
on the reference card tells us that 1 
political action point (PAP) costs 1 food 
point, 2 metal points, 2 energy points, 0 
industrial points, and 3 dollars. Thus, the 
cost of 3 PAP’s is 3 food points, 6 metal 
points, 6 energy points, and 9 dollars. 
These, in fact, are the values we see in the 
PAP row in Figure 5-10. The costs for the 
other secondary goods are computed and 
displayed in the same way. 


5.17 The amounts shown in the AVAIL 
row are computed as follows: 


FOOD, METAL, ENERGY — Quantities 
produced during raw material 
production. 


IND — Portion of total industrial 
capacity not devoted to raw 
material production. 

$$$ (Dollars) — Based on “taxes” 
computed automatically as follows: 


Taxes = GNP X Tax Rate 
GNP is a measure of the size of the U.S. 
economy and is computed internally. 
(See GLOSSARY.) The tax rate for the U.S. 
is fixed; the player has no control over it. 


5.18 When the U.S. secondary goods 
production display appears, this prompt 
is given: 
ENTER PROD(P)/RE OR QU? 
Valid responses to this prompt are 
PROD(P) — (Produce) allows player 
to adjust quantities of goods to be 
produced. (See 5.19 below.) 
RE — (REfresh) — causes regen- 
eration of the display. 
QU — (QUit) — causes exit of this 
phase with production values set 
at those appearing in the “YEAR 
PROD” column. The player is not 
allowed to exit via QU unless the 
current production schedule is 
feasible. (See 5.21 below.) 


5.19 Uponentering P, this prompt appears: 


ENTER QTY FOR MIL MAIT/MOB/PAPS/IND 


The player responds by entering four 
integer numbers, separated by commas, 
representing the desired production of 
the following: 


Military Maintenance Points — Used 
to maintain existing units. The 
minimum number which can be 
produced is shown in the LIM PROD 
column. Military maintenance points 
produced above the minimum num- 
ber increase the effectiveness of 
adjacent military units in minor 
negotiation. (See 6.1 and 8.10.) The 
maximum number of military main- 
tenance points which can be pro- 
duced is twice the number of mobi- 
lized units. 


Mobilization Points — The number 
of new military units the U.S. wishes 


to mobilize this turn. 


Political Action Points (PAPs) — Used 
in Political Action Phase. 


Industrial Points— Represent 
economic growth. This quantity will 
be added to the U.S. domestic 
industrial capacity on the next 
game turn. 


5.20 In the example shown in Figure 
5-10, the U.S. player entered 12, 1, 3, 2 in 
response to the PROD(P) prompt. If the 
player had observed significant quantities 
of resources remaining in the **NET** 
row, he could have re-entered P and tried 
an entirely different production schedule. 
When satisfied with the quantities pro- 
duced, the player may exit with the QU 
command. 


5.21 Ifnegative quantities appear in the 
**NET** row, the computer will indicate 
that the proposed production schedule is 
infeasible and supply the prompt for 
entering a revised schedule. Hence, a 
player must observe the constraints im- 
posed by the raw material, industrial 
capacity, and dollar limitations. 


5.22 Excess resources, indicated by 
positive quantities shown in the **NET** 
row, are not lost entirely for production 
in future turns. One-third (1/3) of excess 
FOOD and METAL is considered stockpiled 
and added to the next turn's raw material 
totals. Excess ENERGY and INDUSTRIAL 
CAPACITY are lost entirely. All excess $$$ 
(dollars) are returned to the U.S. “Treasury” 


and available for the next turn's production. 


5.23 The Soviet economy is structured 
in exactly the same manner as the U.S. 
economy. It is controlled by the Soviet 
Politburo. Each potential Soviet Politburo 
member has a set of economic produc- 
tion priorities. The priorities of the three 
(3) Politburo members in control of the 
USSR at any given time are combined to 
generate the Soviet raw material and 
secondary goods production decisions. 
Players will know the Soviet economic 
strategy only through observation of its 
results, such as sudden mobilization/ 
demobilization of military units or dra- 
matic growth in GNP (due to heavy con- 
centration on industrial strength). See 
Appendix B for a chart showing the 
economic priorities and overall policies 
of each potential member. 


6.0 GEOPOL MILITARY 
PLACEMENT PHASE 


6.1 The major role of Soviet and U.S. 
military units in GEOPOL is to intimidate 
the minor countries adjacent to them. 


6.2 Decisions concerning mobilization 
and movement of U.S. military units occur 
in the Economic Decision Phase, the U.S.- 
Minor Negotiation Phase, and the Military 
Placement Phase. 


6.3 The GEOPOL Military Placement 
Phase begins with a display of the map. 
The Soviets do their military planning at 
this time, and sometimes the player is 
informed of world events which should 
be noted. 


6.4 Although individual military units 
may be mobilized or demobilized, they 
are represented abstractly by Task Forces: 
1 Task Force for each 3 mobilized military 
units or fraction thereof. (Thus, for exam- 
ple, if the US has 4 units, it gets to place 2 
Task Forces.) 


6.5 The number of military units avail- 
able to each side at the beginning of each 
game is dependent on the senario being 
played. (See Scenario Reference Chart.) 


6.6 Additional U.S. units may be raised 
by producing the requisite number of 
military mobilization points in the Econo- 
mic Decision Phase. A maximum of 15 
units (5 Task Forces) may exist at any one 
time. The same limitation applies to the 
Soviet Union. 


6.7 Duringthe Economic Decision Phase 
of GEOPOL, the U.S. player may be forced 
to or may choose to demobilize one or 
more military units. The U.S. player will 
be forced to demobilize if the computer 
determines that the U.S. has insufficient 
resources to maintain the current number 
of units. The U.S. may voluntarily demo- 
bilize to free resources for other uses, 
such as building political action points or 
industrial capacity. (See 5.8) 


6.8 Inthe Military Placement Phase, the 
player is asked to place his military units 
by a prompt below the displayed map: 


ENTER TASK FORCE LOCATION (1-13)? 


6.9 Task Forces may be placed in ocean 
areas only. There is no limit on the 
number which may be placed in an ocean 
area, and they may co-exist in an ocean 
area with Soviet Union Task Forces. They 
may be moved anywhere on the map with 
no constraints resulting from previous 
placement. 


6.10 U.S. Task Forces are displayed on 
the map. *U.S. (in black and white at the 
top of the area: in color in grey). 


6.11 The locations of the Soviet Task 
Forces are then displayed on the map. 
*SU (in black and white at the bottom of 
the area: in color in red). 


6.12 Asaresult of unsuccessful negotia- 
tions during the U.S.-Minor Negotiation 
Phase, the U.S. may be able to seek 
redress by conducting a limited war. (See 
8.13 for conditions necessary to wage 
limited war). Neither major power may 
wage limited war upon a minor with 
which it has a military agreement. 


6.13 Resolution of a limited war takes 
place immediately following the declara- 
tion of war. The probability of victory of 
the major power is dependent on the 
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number of attacking and defending major 
power units as well as intrinsic military 
strength of the minor country. This strength 
varies according to scenario. (See Senario 
Reference Chart.) Minor military strength 
also increases with a higher world tension 
level.* 


6.14 If a “military threat’ was made 
during negotiations, refusal of the U.S. to 
conduct a limited war will result in a 
large loss in prestige points. 


6.15 Successful limited wars result in 
the granting of economic, political, and 
military agreements with the defeated 
minor country. However, the usual prestige 
point bonus associated with political 
agreements is omitted. 


7.0 GEOPOL POLITICAL 
DECISION PHASE 


7.1 Before this phase begins, the Soviets 
do their political planning. 


7.2 Political decisions are required in 
the GEOPOL Political Decision Phase, the 
U.S.-Minor Negotiation Phase, and the 
SU-Minor Negotiation Phase. Each of the 
major powers, the United States and the 
Soviet Union, seeks to successfully com- 
plete negotiations with minor countries 
while at the same time disrupting the 
other's agreements. 


7.3 There are four types of agreements 
which тау be reached between a major 
power (U.S. or Soviet Union) and a minor 
country: 
Economic Agreements — Major 
power gains access to the raw 
materials and industrial capacity 
of the minor country. These may 
be used in the Economic Phase. 
Political Agreements — Major 
power gains prestige points" 
according to the schedule shown 
on the reference card. 
Military Agreements — Major 
power gains national security 
points according to the schedule 
shown on the reference card. 
May not wage limited war on 
minor with which it has military 
agreement. 
Neutrality Agreements — Cancels 
all agreements either major power 
has with this minor country. Is 
used to disrupt the opponent's 
current agreement structure. May 
not be used if your opponent does 
not have any agreements with 
this nation. 
7.4 The U.S. player then decides where 
to place the PAPs purchased in the Econo- 
mic Decision Phase. 


* Additionally, the overall size (population, ) 
etc.) of certain nations (China, European 
minors) is considered in assessing the 
probability of a successful limited war 
by the major powers. 


7.4.1 Responding to the prompt: 


PAPs: n ENTER <AC> FOR 
PLACEMENT OR QU? 


(where n=number of U.S. Political 
Action Points remaining to be placed 
and <AC>= the “area code” a two- 
letter code for the minor country). 
The U.S. player enters the Area 
Code for the minor country in which 
PAP(s) are to be placed. Upon enter- 
ing a valid Area Code (for example, 
NE for Near East), this prompt 
appears: 


ENTER PAPS (1 or 2) 


The U.S. player responds by entering 
either “1” or “2”, indicating the 
number of PAPs to be placed in that 
particular minor country. (Only 1 or 
2 may be placed in a country.) If 
only 1 PAP remains, then only 1 PAP 
may be placed. The U.S. player 
continues to alternate selection of 
minor countries for PAP placement 
and to decide the number of PAPs 
to be placed in each until the PAPS 
are exhausted. 


BE CAREFUL TO ENTER THE NUM- 
BER OF PAPS CAREFULLY. THE 
PLAYER IS NOT GIVEN A CHANCE 
TO CHANGE THE ENTRY AND WILL 
BE CHARGED FOR THE NUMBER 
ENTERED EVEN IF THAT NUMBER 
CANNOT BE PLACED IN THE AREA. 


7.4.2 U.S. PAP placement is shown 
by an "X" (in black and white at the 
top of the area: in color in grey) in 
the chosen country. 

7.4.3 The computer then places 
the Soviet PAPs (in black and white 
at the bottom of the area: in color in 
red). This is done without know- 
ledge of U.S. PAP placement to pre- 


serve symmetry in this critical game 
phase. 


7.5 The final procedure in the Political 
Decision Phase involves determination of 
the preponderant (Soviet or U.S.) influence 
in each minor country in which PAPs 
have been placed. 


7.6 Soviet PAPs are subtracted from U.S. 
PAPs, with the result shown as “+n U.S.” 
(in black and white at the top of the area: 
in color in grey) or “— n SU” (in black and 
white at the bottom of the area: in color in 
red) where n is the net number. 


7.7 For example, if the United States 
places two (2) PAPs in Brazil and the 
Soviet Union places one (1) PAP in Brazil, 
the net result will be that the United 
States has 1 PAP (shown as “+1 U.S.” in 
Brazil (in black and white at the top: in 
color in grey). In the U.S.-Minor Negotia- 
tion Phase, the U.S. will have the right to 
negotiate with Brazil for an economic, 
political, or neutrality agreement, subject 
to the other restrictions discussed in 
section 8.0. 


7.8 As this example shows, the major 
power which has a net strength left in a 
given minor country obtains the right to 
attempt to gain an agreement with that 
country in the U.S. (or SU) -Minor Negotia- 
tion Phase. Also, as explained in 7.9 
below, a major power may favorably 
influence the political orientation of a 
minor country by having a preponderance 
of PAPs in that nation. 

7.9 If atthe end of the Political Decision 
Phase, either major power has remaining 
PAPs in a minor country, there is a chance 
that the political orientation of that minor 
country will become slightly more favor- 
able to the major power. There is a 50% 
probability of a net change of 1 (—1) if the 
U.S. (SU) has PAP pluralitv. 
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. ECO. AGREEMT 
POL. AGREEMT 
MIL. AGREEMT 
NEUTRALITY 


VALID TOPICS ARE NOS. 124 


See Paragraph 7.3 for implications 
of each agreement type 


May only select one of 
these agreement types 


ENTER TOPIC NUMBER OR QU? Use “QU” if you do not 





Figure 8-2 


wish to pursue negotiations 


** The prestige level of both major powers may never exceed 100 or be less than 0. 


8.0 GEOPOL U.S.-MINOR 
NEGOTIATION PHASE 


8.1 During the U.S.-Minor Negotiation 
Phase, the U.S. player attempts to strengthen 
his/her position by gaining agreements 
with minor countries in which U.S. PAPs 
exist. If no minor country is a candidate 
for U.S.-Minor negotiations, this game 
phase is omitted. 


8.2 Figure 8-2 shows the first of two 
displays used in negotiating with a partic- 
ular minor country. The U.S. player must 
select one of up to four different types of 
agreement. (See 7.3). The VALID TOPICS 
ARE NOS. line lists the agreements that are 
open for negotiation with this minor 
country. For example, this list will exclude 
any existing agreements with the U.S. or 
the Soviet Union. Hence, if the U.S. has an 
economic agreement with the minor and 
the USSR has a political agreement with 
the minor, neither number "1" nor "2", 
corresponding to these two types of agree- 
ment, will be listed. A minor country can 
have only one agreement of a given type 
(Economic Political, or Military) existent 
at any one time. 


8.3 There are additional constraints on 
the types of agreements which may be 
selected. Figure 8-3 depicts one such 
constraint. The type of agreement which 
may be made depends on the political 
orientation of the government of the 
minor country. Economic and neutrality 
agreements may be made with any 
government, while restrictions apply to 
the other two types. Figure 8-3 also depicts 
the symbols used in the Minor Political 
Orientation report (described in further 
detail in 4.3.2) to represent minor govern- 
ment political orientation. The player 
may use this report to aid in planning 


strategy for PAP placement and negotiations. 


8.4 The overthrow of minor governments 
via special events (see 4.2) and limited 
wars successfully waged (see 8.12) by the 
opposing major power result in the termi- 
nation of all agreements. 


8.5 One set of U.S. negotiations with a 
minor power is shown in Figure 8-5. The 
screen display includes the following: 


U.S. Diplomatic Menu — Available 
diplomatic responses. 


(Current) Agreements — Currently 
existing U.S.-Minor and SU-Minor 
agreements. 


Prestige at Stake — Potential U.S. 
Gain/Loss and Soviet Gain/Loss in 
Prestige Points. These values 
generally will increase as negotia- 
tions proceed. 

Description of Minor Government — 
The GOVT area of the display 
contains a brief description of the 


policies and outlook of the minor 
power's government. 

(Negotiation) Topic 
desired. 

Military Strength — (of Minor Country). 
Minor Response — Minor's reply. 


Agreement 


8.6 Responding to the prompt 
ENTER US RESPONSE? 


the U.S. player selects one of the options 
listed in the U.S. diplomatic menu. These 


options are numbered and the number 


corresponding to the option desired is 
entered. 


ЕЗ 


8.7 Options 1 through 5 represent іп- 
creasing degrees of pressure on the minor 
country. Option 5, Military Threat, also 
increases the potential loss of U.S. prestige 
points if negotiations are unsuccessful 
and the U.S. does not elect to start a 
limited war. (See 8.13 below.) Option 6, 
Close Negotiations, ends the negotiations 
but cuts the resulting loss of U.S. prestige 
points to roughly one-half of the number 
which would result if the minor country 
terminated the negotiations. 


8.8 Players will notice that the values 
showing in the U.S. GAIN/LOSS and SU 
GAIN/LOSS areas of the display increase as 
the U.S. applies more diplomatic pressure 
and/or if the Soviet Union intervenes in 
the negotiations. The value shown on the 
left hand of the slash (/) represents the 
U.S. (or Soviet) gain in prestige points if 
the negotiations result (do not result) ina 
U.S.-Minor agreement. The value shown 
on the right side of the slash (/) represents 
the U.S. (or Soviet) loss of prestige points 
if the negotiations fail (succeed), 


8.9 After the U.S. player enters his/her 
response, the minor country determines 
its response. This appears in the boxed 
area of the display. The response may 
indicate acceptance, rejection, or con- 
sideration of the U.S. request. Soviet diplo- 
matic intervention also may be requested. 


8.10 The minor country’s response is 
dependent on several factors, such as 
® Relative U.S.-Soviet Prestige 
Point levels. A major prestige 
advantage for either major 
power aids that power in 
making agreements with 


NEGOTIATION TOPIC RESTRICTIONS 


Minor 
Power 
Orient’n 


UNITED STATES 


SOVIET UNION 


o © 
Ф 
О 


Х 


X 
È 


* Symbol used in Minor Political Orientation Report 


+ Neutrality Agreement may not be made with minor 
power garrisoned by opponent. 


X Indicates is valid Negotiation Topic 





Figure 8-3 


minor countries. (This is a very 
important effect in GEOPOLITI- 
QUE 1990.) 

€ World Tension Level. At high 
tension levels, minor countries 
are more likely to seek agree- 
ments with major powers. 

ө Minor Country Resolve, as 
indicated in the GOVT section 
of the display. “Pragmatic” 
governments are more likely to 
be willing to reach agreement 
than "Intransigent" governments. 

€ Indication of Soviet support (in 
U.S.-Minor Negotiation Phase) 
for a minor power. 

€ The current degree of "pressure" 
being exerted by the U.S., 
especially as compared to the 
"pressure" exerted in the pre- 
vious U.S. response. A major 
increment in U.S. pressure (for 
example, going from a "Request" 
to a "Strong Demand") can have 
a strong influence on a minor's 
attitude. 

ө Minor government orientation 
Pro-Western, Unaligned, or 
Pro-Soviet). 

€ Presence of a Task Force 
adjacent to the minor's territory. 


8.11 Excessive pressure on ‘friendly’ 
(Pro-Western) minor governments can 
sometimes backfire, resulting in total 
rejection of the U.S. demands. 


8.12 Ifthe U.S. is unsuccessfulin gaining 
an agreement with that country and two 
conditions exist at that time (1. a U.S. task 
force is in an area adjacent to the minor 
country, and 2. there is no existing military 
agreement with the minor country), a 
prompt appears: 


DOES THE U.S. WISH TO DECLARE 
A LIMITED WAR? 


Note: Voluntary ending of negotiations 
does not lead to the option of a 
limited war. 


8.13 Limited wars are waged by the 
Task Forces. The computer calculates 
and reports the results without further 
action by the player. 


8.14 Successful limited wars result in 
the victor (U.S. or Soviet Union) being 
granted economic, political, and possibly 
military agreements and a change in the 
orientation of the minor country to Pro- 
Western (or Pro-Soviet). However, the 
usual bonus prestige points for a political 
agreement are not awarded. 


8.15 Unsuccessful limited wars result 
in a sizeable prestige point loss. In addi- 
tion, the minor power attacked becomes 
rather hostile. 
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US 
DIPLOMATIC 
MENU 


REQUEST 
STRONG.REQUEST 
DEMAND 
STRONG.DEMAND 
MIL. THREAT 
CLOSE.NEG 


UNITED KINGDOM GOVT 
VERY UNSTABLE 
REASONABLE 


PRO-SOVIET E 


TOPIC: ECO AGRMT 


PRESTIGE AT STAKE 


US GAIN/LOSS 
2/2 


SU GAIN/LOSS 


1/1 


AGREEMENTS 


US: 


SOVIET UNION 


SU:P HAS POL AGRMT 


ORIENTATION 


UNITED KINGDOM MIL STR 15 5 


UNITED KINGDOM REPLY IS 
UK REPLY APPEARS HERE 


ENTER US REPLY? 


ENTER ONE OF THE OPTIONS 
APPEARING IN DIPLOMATIC MENU 
VALID REPLIES ARE 1, 2, 3, 4, 5, or 6. 


SOVIET MESSAGES APPEAR HERE 


Figure 8-5 


8.16 Various special events occur during 
the game affecting tension levels, U.S. 
Soviet prestige levels, or minor govern- 
ments. Minor governments overthrown 
via a special event cancel all existing 
agreements with both major powers. 


8.17 The GEOPOL SU-Minor Negotiation 
Phase follows, in which the Soviet leaders 
attempt to gain treaties just as the U.S. 
plaver did. The Soviet Union may also 
launch limited wars at this time. 


9.0 INTRODUCTION 


9.1 GEOWAR simulates a world-wide 
conventional (non-nuclear) military strug- 





gle between the United States and the 
Soviet Union ensuing after a gradual 
build-up in world tension, simulated in 
GEOPOL. 


9.2 GEOWAR begins after either the 
Soviet Union or the United States has 
declared war during the GEOPOL Strategic 
Decision Phase. 


9.3 GEOWAR begins with a display of 
the decisions made by the minor countries 
about support for either the U.S. or the 
Soviet Union. 


9.4 The more agreements the minor 
power has with a major power, the more 
likely that minor will be to declare for 
that major power. 


4 
CANADA 


(CA) UNITED 
KINGDOM 


* OPEN* 


(UR) 


U.S.A. 
(US) 


* URBAN * 


3 
CENTRAL 
AMERICA 

(CE) 
* OPEN * 


2 5 
SOUTH BRAZIL 
AMERICA 


(SA) (BR) 
* OPEN * |I ROUGH * 


9.5 There isa built-in bias factor against 
the major power which declared war. 


9.6 Minor powers which are conquered 


bv a major power afford that major power 


use of their economic resources. 


10.0 WINNING GEOWAR 


10.1 A successful Soviet attack on the 
U.S. mainland automatically results in a 
Soviet victorv. 


10.2 A plaver wins GEOWAR by having 
60 victory points for two consecutive 
turns. If after gaining 60 more victory 
points, a plaver falls below 60 on the next 
consecutive turn, the entire two-turn re- 
quirement is renewed. 


11.0 GEOWAR ECONOMIC 
PLANNING PHASE 


11.1 Before the GEOWAR Economic 
Planning Phase begins, the US/Soviet initial 
holdings and ownership are reported. 


11.2 Economic planning in GEOWAR is 
simpler than in GEOPOL. Only one type of 
economic resource is available (resource 
points) and only secondary goods produc- 
tion is under player control. 


11.3 Resource points are gained from 
domestic industrial strength (3 points 
per industry capacity unit) plus foreign 
resource points from occupied (owned) 


9 7 
WESTERN 


EUROPE EUROPE 


(WE) (EE) (S1) 
* URBAN *{* URBAN *|* URBAN* 


Victorv 
Pt. Value 


3 8 10 
NORTH NEAR OPECIA 
AFRICA EAST 


(ХА) (МЕ) (ОР) 
* DESERT * * DESERT * 


5 5 
WEST EAST 
AFRICA AFRICA 


(WA) (EA) 
* ROUGH * * ROUGH * 


Figure 9-1 
minor countries. These points vary by 
country. (See reference card.) 
11.4 The player is asked to allocate the 
economic resource points to three (3) 
tvpes of secondary goods: 


1. Military Reinforcement Points 
(MIL REINF) — Each reinforce- 
ment point adds two (2) land- 
naval strength points and one 
(1) air strength point to a suc- 
cessful reinforced military unit. 
Military Mobilization Points 
(MIL MOB) — Function identical 
to GEOPOL; the points produce 
military units. 

3. Industrial Capacity Points (IND 
CAP) — Each industrial capacity 
point adds one unit of indus- 
trial capacity. Each such unit 
produces three (3) resource 
points. 


е, 


GEOWAR 
U.S. ECONOMIC PLANNING 


QTY 
RSC PTS AVAIL 
MIL REINF 
MIL MOB 
IND CAP 
NET AMOUNT 


ENTER PROD(P) OR QU 
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EASTERN (30) 
USSR 


* STEPPE * 


* DESERT * 


Victory Pts. 
available 
to US only 


(30) 9 
JAPAN 


USSR 


(S2) JA) 
* ROUGH * * URBAN * 


Terrain 


5 12 
INDIA CHINA 


(IN) (CH) 


* ROUGH *|* URBAN * 


PRINCIPALITIES 


OF 


INDONESIA 


(PR) 


* ROUGH * 





11.5 To aid in determining a feasible 
allocation, see the GEOWAR Economic 
Costs chart on the reference card. (See 
Figure 11-4 for a sample allocation.) 


11.6 Inaddition, each mobilized military 
unit costs four (4) resource points to be 
maintained. If there are inadequate re- 
source points to maintain military units, 
the player will be forced to demobilize 
the excess units. 


11.7 Two prompts appear: 
ENTER PROD(P) OR QU? 


Entering P to produce causes the second 
prompt to appear: 


ENTER QTY FOR REINF/MOB/IND? 


Enter the three numbers separated by 
commas. 


12.0 GEOWAR MILITARY 
REINFORCEMENT 
PHASE 


12.1 The following reports are available 
through the RPT command in GEOWAR: 
1. US/SOVIET MILITARY PRES- 
ENCE — Displays U.S. and 
Soviet forces by these symbols: 
the letter “A” for army and the 
letter "F" for fleet (in normal 
print for the U.S.: in inverse 
print for the Soviet Union). 
Although more than four (4) 
units may exist in the U.S. or 
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the Soviet Union, a maximum 
of four (4) are shown on the 
screen. 


U.S. UNIT STATUS 


NO TYPE LOC MVD STR AF 


A 8-3 
9-3 
7-4 
8-4 
7-4 
7-2 





Figure 12-1 
2. US/SOVIET AREA OWHERSHIP 
Displays U.S. and Soviet con- 

trol by the number of victory 
points in the area (positive 
numbers in normal print for 
the US: negative numbers in 
inverse print for the USSR). 
Below the map the total U.S. 
victory points and the total 
Soviet Union victory points are 
given. 

3. US UNIT STATUS — See Figure 
12-1 for an example of a unit 
status report. STR is strength 
in ^X-Y" format, X = Troop/Naval 
strength and Y — air strength. 
Units which have completed all 
their movement in the move- 
ment phase have an "X" in the 


MVD column. 


4. AIR SITUATION — The results 
are given in positive numbers 
for the U.S. and negative 
numbers for the USSR. 


12.2 During this phase, the U.S. and the 
Soviets designate reinforcements to be 
sent to military units. 


12.3 Under a map display of the US/ 
Soviet military presence, the following 
prompt appears: 


RF:N ENTER UNIT NO./RPT/RE OR QU 


where n is the number of the unit to be 
reinforced. 


Valid replies are 
Unit No. — causing the next prompt 
to appear (assuming it is a valid 
unit number) 
RE — (REfresh), causing the display 
to be regenerated updating the 
latest position of all units. 
ВРТ — (RePorT), causing the report 
menu to appear. 
QU — (QUit), causing exit of this 
phase. 


12.4 A second prompt appears: 
ENTER REINF PTS FOR UNIT X 


where X is the unit that has been desig- 
nated to be reinforced. Respond to this 
prompt with a non-zero number of rein- 
forcement points to allocate to this unit. 
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Reinforcements are indicated by an X in 
the area to which thev are sent. 


12.5 The actual arrival of these rein- 
forcements will be determined at the end 
of the game turn. Hence, reinforcements 
do not add to the available military 
strength of a unit until the following 
game turn. (See also 15.4 b) for the effect 
of air superiority on reinforcement arrival. 


12.6 After the U.S. reinforces its units, 
the Soviets reinforce theirs. 


13.0 GEOWAR MILITARY 
MOVEMENT PHASE 


13.1 Under a map display of the US/ 
Soviet military presence, the following 
prompt appears: 


ENTER UNIT NO./RE/RPT/OR QU 


Valid replies are the same as those de- 
scribed in 12.3 above. 


13.2 After the number of an existing 
mobilized unit is given, this prompt 
appears; 
UNIT IS IN (current location) 
MOVE TO «AC»? 


The player responds by entering the area 
code of the minor country to which 
he/she wishes to move the unit. 


Note that ocean areas should be entered 
as follows: OAn (where n is the number of 
the ocean area). 


A successful move is acknowledged with 
the message: 


UNIT MOVES TO (new location) 


13.3 Movement is subject to these 
restrictions: 


a) A unit cannot move more than 
once per turn and may only 
move to an adjacent area or 
remain in the same area. One 
exception to this is that an 
army may “transfer” an un- 
limited number of times from 
one ocean area to an adjacent 
one provided there is always a 
friendly fleet to which it can 
transfer. For example, suppose 
there are U.S. fleets in ocean 
areas 5, 8, 9 and 10. An army 
starting in the United States 
could board the fleet in ocean 
area 5, and then transfer 
(move) successively through 
ocean areas 8, 9, and 10, and 
then debark in a friendly coun- 
try (India, for example) assum- 
ing the required US-India mili- 
tary agreement is in place. 
Thus, a player may set up 
“chains” of fleets to allow rapid 
movement of armies. Such 
movement is subject, however, 
to stacking limits as explained 
in paragraph е), below. 


b) U.S. fleets cannot enter land 
area; however, newly mobilized 


units do begin play in their 
respective homelands (U.S. or 
USSR). 


c) U.S. armies on land can enter 
an ocean area only if there is 
an available friendly fleet to 
“board” in that area. Each fleet 
can “carry” up to one army in 
this manner. Until such time 
as the army debarks from the 
fleet, the two units move 
together and are referred to as 
an “Amphibious Force.” Am- 
phibious forces move according 
to the rules for fleets. 


d) U.S. armies can debark (leave) 
from fleets onto land areas. 
The land area must be the U.S. 
or a minor country having a 
military agreement with the U.S. 

e) No more than three (3) U.S. 
units may occupy any land or 
ocean area. (Newly mobilized 
U.S. and Soviet units are 
exempted from this rule.) 
Amphibious forces count as 
two (2) units for stacking 
purposes. 

f) U.S. (Soviet) armies may enter 
only minor countries with 
which they have military agree- 
ments. Soviet units are subject 
to the same restriction as U.S. 
units. 


g) Newly constructed Soviet units 
may move. Newly constructed 
U.S. may not move since they 
are not yet mobilized. 


14.0 GEOWAR MILITARY 
MOBILIZATION PHASE 


14.1 The player is informed of the num- 
ber of units raised and a prompt 


ENTER UNIT TYPE (A or F)? 


appears for each unit. The player then 
decides whether the unit is to be an army 
(A) or a fleet (F). 


14.2 The map displaying the final mili- 
tary presence of armies and fleets con- 
cludes this phase. 


15.0 GEOWAR AIR 
SUPERIORITY PHASE 


15.1 The world map is displayed with 
this prompt: 
ENTER <AC> FOR AIR OPS 
UNIT X OR QU 


where <AC> = Area Code and X is a unit 
number of a U.S. military unit capable of 
air operations. The computer automati- 
cally selects the units which can carry out 
air operations and informs the player of 
their locations. Such units must meet 
these criteria: 


a) Armies at sea may not Carry 
out air operations. 


b) Fleets “in port” (i.e. in a land 


area) may not Carry out air 
operations. 


c) Military units with zero air 
strength points may not carry 
out air operations. 


(The Soviets operate under identical re- 
strictions on their air operations. Mes- 
sages concerning Soviet air operations 
appear regularly during this phase.) 


15.2 The allocation of a unit's air strength 
may be made only to an adjacent land/ 
ocean area or the same land/ocean area 
that the unit occupies. Allocation of air 
strength occurs as a result of responding 
to the prompt duscussed above (15.1). 
This prompt is accompanied by a '?" 
svmbol at the unit's location. After re- 
sponding with a valid area code, an "X" 
appears in the land or ocean area 
designated. 


15.3 After both the U.S. and the Soviet 
Union have allocated all available air 
strength, the computer resolves air 
superiority in each land/ocean area in 
which aircraft were allocated. The re- 
sulting air superiority levels, indicated as 
a positive number (+n) for the U.S. and a 
negative number (~n) for the Soviet Union 
in the range 1-3. A value of 1 represents 
minimal air superiority; 2 and 3 represent 
stronger air dominance. See 15.4 below 
for more on the effect of air superiority on 
combat. Obviously, the greater the air 
strength a major power allocated to an 
area, the greater the chances of a favorable 
air superiority result. In the case of land 
area, air superiority is guaranteed for a 
particular major power if it is the only 
one to allocate aircraft in that area. In the 
case of ocean areas, air superiority is not 
guaranteed for a major power allocating 
unopposed aircraft to that area. The latter 
fact simulates the difficulty of finding and 
maintaining air superiority over enemy 
fleets at sea. 


15.4 Air superiority is a very important 
factor in GEOWAR, especially with respect 
to the following: 
a) Air superiority (i.e. an air 
superiority level greater than 
zero for the U.S., less than zero 
for the Soviets) is a prerequisite 
to amphibious landings (see 
below) and attack on enemy 
forces in ocean areas. 
b) Air superiority over an area 
introduces strong (greater than 
50%) chance that reinforcements 
designated for enemy units in 
that area will be interdicted, 
(i.e. not arrive.) 
c) Air superiority level affects 
combat odds. (See 16.2 below.) 


16.0 GEOWAR ATTACK 
PHASE 


16.1 During the GEOWAR Attack Phase, 
the U.S. and the Soviet Union alternately 


select land/ocean areas for attack. Minor 
powers successfully attacked earn victory 
points for the major power. Areas under 
attack contain an X to indicate an attack. 


16.2 The prompt 


ENTER <AC> FOR ATTACK? 
STRENGTH IS X-Y 


where X = Troop/Naval Strength and Y = 
Air Strength. 


16.3 Reply with the area code of the 
area you wish to attack. Attacks are sub- 
ject to these restrictions: 


a) Only units with non-zero com- 
bat strength may attack. 


b) Only units in the same or 
adjacent areas may be attacked. 


c) Areas already under enemy 
attack may not be attacked. 


d) Friendly minor powers and 
ocean areas in which there are 
no enemy units may not be 
attacked. 


e) Areas already under attack by 
friendly units may be attacked, 
adding further weight to the 
assault. 

f) Units under attack may not 
attack. 

g) Attacks launched against land 
areas from ocean areas (termed 
“amphibious landings”) have 
special rules. (1) The attacker 
must have air superiority over 
the area attacked. (2) The initial 
attack must be made with an 
amphibious force. (Use the unit 
number of the fleet in design- 
ating the attack.) (3) Other 
friendly fleets not carrying an 
army may join in the attack 
once it has been initiated by 
the amphibious force, as may 
other amphibious forces. 


h) Armies which form part of an 
amphibious force may only 
attack via amphibious landing, 
as described in h) above. 

i) Fleets “in port,” i.e. in their 
home country, may not attack. 

j) Attacks by fleets against enemy 
fleets at sea can only be carried 
out if the attacker has air 
superiority over the target area. 


k) Armies adjacent to an enemy 
area already under amphibious 
attack may also attack that 
area. The entire attack is still 
considered an amphibious 
attack for combat odds calcula- 
tion purposes. (See 16.2). 


16.4 Messages concerning Soviet attacks 
appear during this phase. The Soviets are 
under the same restrictions as set out 
above. 


16.5 Note that the sequence in which 
attacks occur in GEOWAR is quite im- 


portant because of rule 16.5 f). See Player 
Notes also. 


17.0 GEOWAR BATTLE 
PHASE 


17.1 Afterallattacks are declared, each 
attack is resolved and reported in this 
phase. Combat odds are calculated by the 
computer. The total combat strengths of 
the attacker and the defender are totaled. 
Minor country military strength is added 
to that of defending military units, if any. 
Defense strength bonuses of 30 strength 
points and 15 points are added to the 
defense strength totals for attacks on the 
Soviet Union or United States, respectively. 


17.2 The raw strength point totals are 
modified as follows: 


a) Amphibious attacks — Defender 
strength multiplied by 1.5. 
b) Terrain — (See Figure 9-1 for 
terrain in each country.) 
Defense Strength 


Terrain Multiplied Ву 
Clear 0.8 
Desert/Steppe 1.0 
Rough 1.2 
Urban 1.4 


с) Air superiority — Whichever 
side, if any, has air superiority 
gains this advantage. 


Air Superiority Strength 
Level Multiplier 
1 1.4 
2 2.0 
3 
3.0 


17.3 Combat odds are calculated by 
dividing the defender's adjusted combat 
strength into the attacker’s. Odds of less 
than .2 are set at 0.2. 


17.4 The computer resolves the combat 
and indicates whether the attack was 
“successful.” Successful attacks cause 
ownership of land areas to change: 


a) Defending military units must 
retreat to an adjacent friendly 
land area not under attack or 
be transferred at cadre strength 
(1-1) to their home country. The 
computer controls this retreat. 


b) The minor country becomes 
friendly to the attacker, with 
the major power gaining the 
economic resources and victory 
points of that country. See the 
reference card for the economic 
resources of each nation and 
Figure 9-1 for the victory points 
for each country. 

c) One attacking army may occupy 
the defeated minor country. 
The computer controls this 
“advance after combat.” 


17.5 There is no penalty for unsuccessful 
attacks except the casualties sustained by 
the attacking (and defending) units. 
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17.6 The game turn concludes with the 
arrival of reinforcements. Success in rein- 
forcing units depends, in part, on air 
superiority. (See 15.4 b).) 

17.7 Figure 9-1 shows the victory points 
and terrain for each land area. 


17.8 GEOWAR is won by having 60 vic- 
tory points for two consecutive turns. If 
after gaining 60 or more victory points a 


player falls below 60 on the next consecu- 
tive turn, the entire two-turn requirement 
is renewed. 


17.9 A successful attack on the U.S. 
mainland automatically results in a Soviet 
victory. 


17.10 The U.S. gains 30 victory points for 
a successful attack on either half of the 
Soviet Union. If the U.S. holds either half 


of the Soviet Union, no new Soviet units 
may be mobilized. 


17.11 Attacks on a minor country result 
in a permanent 25% loss in the intrinsic 
military strength of that country whether 
or not the attack is successful. This repre- 
sents attrition of the limited military 
resources of that country. 
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Appendix А 
GLOSSARY 


Agreement — Understanding between 
major and minor power granting certain 
rights to the major power. Economic, 
political, and military agreements allowed. 
In addition, neutrality agreement cancels 
all existing economic, political, and mili- 
tary agreements that minor power has 
with a major power. 


Air Superiority Level — Degree of air 
superiority of U.S. or USSR over land or 
ocean area. Positive value indicates U.S. 
air superiority; negative value indicates 
Soviet superiority. Affects combat odds 
and probability of successful reinforce- 
ment of enemy forces in that area. Air 
superiority is prerequisite for amphibious 
landings and attacks in ocean areas. 
Amphibious Force — Composed of 1 army 
and 1 fleet. Used in GEOWAR only. 


Amphibious Landing — Attack is deemed 
amphibious if an enemy amphibious force 
is involved in the attack. 


Area Code — 2-4 letter code used to de- 
signate land or ocean area. See world 
maps (Figure 1-1 and Figure 9-1) and 
reference card for valid area codes. Area 
codes for ocean area are “OAxx” where 
“xx” is area number, e.g., ОА5 is ocean 
area 5. 

Demobilization/Demobilized Unit — Act 
of retiring military unit from active ser- 
vice; military unit so demobilized. 
GEOPOL — First, "peaceful," phase of 
GEOPOLITIQUE 1990. 


GEOWAR — Second, "war," phase of 
GEOPOLITIOUE 1990. 

GNP (Gross National Product) — Measure 
of total production of national economy. 
In GEOPOLITIQUE 1990, GNP is computed 
as the sum: 


Food Production + Metal Production + 
Energy Production + 
Taxes Collected + Industrial Capacity 
devoted to Secondary Goods Production. 


Industrial Capacity — In GEOPOL, used in 
production of raw materials and second- 
ary goods. Additional industrial capacity 
may be “purchased” in secondary good 
production phase or obtained via econo- 
mic agreement with minor powers. In 
GEOWAR, used to produce resource 
points. One unit of industrial capacity 
produces 3 resource points. 


Military Maintenance Point — Produced 
in secondary goods production. Used in 
maintaining military units. 

Military Reinforcement Point — Produced 
in GEOWAR secondary goods production 
phase; adds 2 combat strength points and 
1 air strength point to receiving military 
unit. 

Military Unit — Army, Fleet, or Task Force. 
Army represents 6-9 equivalent U.S. Army 
Divisions; Fleet represents carrier-based 
fleet, e.g., U.S. Seventh Fleet. See Amphi- 
bious Force 


Minor Power — Any one of the 16 “minor” 
countries. 


MOB/Mobilization — Activation of a mili- 
tary unit. Mobilized units appear in the 
home country of the mobilizing power 
(U.S. or Soviet Union). Each mobilized 
unit requires one military maintenance 
Point per turn for its support. 


National (or Military) Security Points — 
Measure of national (military) security of 
a major power. Points are obtained by 
military agreement with minor power or 
by having more mobilized units than the 
opponent. 


Political Action Points (PAPs) — Produced 
bv both major powers in economic deci- 
sion phase and used in political action 
phase to attempt to gain "bargaining 
rights" with minor powers. 


Political Prestige/Prestige — Measure of 
respect a major power has with the world 
at large. One of the three victory criteria 
in GEOPOL. 


Raw Materials — Food, metal, and energy. 
See Figure 5-1. 

Resource Points — Economic strength in 
GEOWAR. Used to create military rein- 
forcement, military mobilization, and in- 
dustrial capacity. 

Secondary Goods — In GEOPOL these are 
military maintenance points, military 
mobilization points, political action points, 
and industrial capacity. In GEOWAR, these 
are military reinforcement, military mobi- 
lization, and industrial capacity. See 
Figure 5-1 for complete economic struc- 
ture of GEOPOL and 11-4 for sample 
economic planning of GEOWAR. 


Soviet Politburo/Politburo — The three 
“individuals” who control the Soviet Union. 
See 2.9 and 5.3 for discussion. 

Special Events — Events occurring through- 
out the game and not under player control 
which affect world tension level, minor 
power governments and agreements, and 
U.S./Soviet relative prestige. 

Task Force — Used in GEOPOL only. One 


Task Force represents three military units 
or any portion thereof. 


Tension Level — Measure of world tension 
and likelihood of war. There are four 
levels: I, II, III, IV. See 3.11 for discussion. 


Unit — See Military Unit. 


Appendix B 
SCENARIO BACKGROUND 


#1 — “Major Power Revival” 


The United States and Soviet Union at- 
tempt to recoup their formerly pre-eminent 
world positions which have been eroded 
by nationalistic and economic pressures 
in the 1980’s. A shortfall in the “post. 
industrial” technological revolution has 
reduced world industrial productivity. 


* Initial U.S. Advantages — None 

* Initial Soviet Advantages — None 

#2 — “At the Brink” 

World re-militarization on a scale not 


seen since the 1930’s has led to a very 
tense world situation with high armament 
levels in all nations. Plentiful ENERGY 
and METAL reserves have been uncovered 
in the 1980's, promising a major advantage 
to the power which can gain access to 
them. 

* [nitial U.S. Advantages — 

Military Agreements 

* Initial Soviet Advantages — 

Political, Economic Agreements; 
Military Strength 

#3 — “The Atlantic Alliance" 


A re-emergent NATO alliance, extended 
in scope to include much of Latin America, 
confronts a hostile East Bloc and Third 
World. Shortages of Raw Materials are 
compounded by matching shortages of 
Industrial Capacity. 


* [nitial U.S. Advantages — 

Numerous Agreements in Europe and 
the New World; Prestige 

* Initial Soviet Advantages — 
Numerous Third World Economic, 
Political, Military Agreements; Militarv 
Strength 


#4 — "Soviet Renaissance" 

Following the erosion of the Soviet world 
position in the 1980's, a newly re-armed 
and self-confident Soviet Union embarks 
on a campaign to regain its lost influence. 


* [nitial U.S. Advantages — 

Economic, Militarv Agreements 

* [nitial Soviet Advantages — 

Prestige; Military Strength; U.S. Treasury 

Deficit 

#5 — “Failure of the Monroe 
Doctrine” 

During the 1980's the U.S. foreign policy in 

the Western Hemisphere meets repeated 

failure as Socialist and Pro-Soviet regimes 

arise in Latin America and North America. 

Surrounded by hostile governments with 

strong Soviet tendencies, the U.S. attempts 

to re-establish the balance of world power. 

Worldwide Energy shortages contribute 

to the high level of international tension. 


* Initial U.S. Advantages 

None 

* Initial Soviet Advantages — 

Numerous Agreements with Pro-Soviet 
Governments in the Western Hemisphere 
#6 — “U.S. Renaissance” 

The quasi-isolationist U.S. world posture 
of the 80's is replaced by an equally pro- 
expansionist policy in the 1990/5. 

* Initial U.S. Advantages — 

Prestige; Military Strength 

* Initial Soviet Advantages — 

Economic, Military, Political Agreements 


#7 — “Confrontation... 1984” 

The United States and Soviet Union face 
off in a tense global environment patterned 
after the present-day economic/political/ 
military situation. 


* Initial U.S. Advantages — 
Economic Strength 

* Initial Soviet Advantages — 
Prestige; Military Strength 
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Appendix С 
PLAYER NOTES 


The following are hints and suggestions 
concerning the play of GEOPOLITIQUE 
1990. Because of the overall complexity of 
the simulation, no hard and fast rules for 
astute play can be given. Rather, consider 
these suggestions as a starting point for 
developing your own personal strategic 
approach. 


GEOPOL 


Economics 


1. A split of 50/50 in Industrial Capacity 
devoted to Raw Material production 
versus Secondary Goods production is 
usually a good initial choice. Then 
monitor Secondary Goods production 
to see which resource(s) are the limiting 
factor in the U.S. economy. If Industrial 
Capacity is the limiting factor, then 
vou need to shift more Industrial Capa- 
city to Secondary Goods production. If 
FOOD, METAL, and/or ENERGY are 
limiting, adjust Industrial Capacity 
devoted to their production upwards. 


2. Remember — mobilizing new military 
units results in a long-term commit- 
ment of resources (Military Mainte- 
nance Points! to their upkeep. 


Political Action Points (PAPs) 


1. PAPscan be used defensively to hamper 
or prevent Soviet neutrality Agree- 
ments with kev countries with which 
vou have agreements. 


го 


As the Reference Card shows, the U.S. 
picks up more Prestige Points for Poli- 
tical Agreements with nations in the 
Eastern Hemisphere than with Politi- 
cal Agreements in the Western Hemis- 
phere. (The Russian situation is just 
the reverse.) Likewise, the U.S. gets 
more National Security Points for Mili- 
tary Agreements with its neighbors 
than with Eastern Hemisphere na- 
tions. (The Russian situation is just the 
reverse.) 


3. Don't place PAPs in nations where 
negotiations are hopeless to begin with 
(e.g., Pro-Soviet government) unless 
vou have enough local military “muscle” 
to "force" an agreement. Ignore this 
advice if you simply intend to provoke 
a Limited War or wish to influence the 
goverment per rule 7.9. 


4. Don't overlook the possibiliiy of favor- 
ably influencing the orientation of 
minor governments per rule 7.9. 


U.S.-Minor Negotiations 


1. Beware of placing excessive pressure 
on friendly governments. This can 
cause outright rejection of the U.S. 
demands. 


2. Use of Diplomatic Option #5 (Military 
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Threat) increases the U.S. Prestige Point 
penalty if later, after unsuccessful ne- 
gotiations, the U.S. declines to start a 
Limited War. 


3. The trend of negotiations can usually 
be determined from the Minor country 
responses. It's often wise to cut your 
losses and close negotiations (Diplo- 
matic Option #6) if things are going 
badly. 


Limited Wars 


1. Try to use at least two (2) Task Forces to 
attack a recalcitrant Minor Power in 
order to minimize the chances of de- 
feat. This is especially important if the 
Soviets intervene. 


to 
h 


Limited Wars are a mixed blessing. 
They carry a couple of disadvantages. 
First, they increase the World Tension 
Level, resulting in higher arms levels 
in other minors and perhaps triggering 
unfavorable changes in the Soviet Polit- 
buro. No Prestige Points are awarded 
for a successful Limited War beyond 
the two (2) points for winning the war 
itself. 


Military Affairs 

1. Sometimes demobilization of two 
or three units may be very wise to 
free resources for PAPs or Industrial 
Capacity. 


2. Building new military units adds to 
National Security. Likewise, if you are 
behind the Soviets in mobilization, 
National Security will be lessened. 


Political Prestige 

1. Don't get too far behind! A major (20 
points or more) disadvantage in Pres- 
tige Points (vis-a-vis the Soviets) makes 
Agreements significantly more diffi- 
cult to reach. 

GEOWAR 

1. Avoid mobilizing more units than you 
can afford to keep supplied with rein- 
forcements. A large number of weak 
units can be less effective than a smaller 
number of full-strength units. 


N 


Take advantage of the rules concerning 
attacks. Attacking a stronger force in 
an adjacent area will forestall their 
attack on your units. Be aware that 
the order in which Soviet attacks are 
announced in the attack phase is 
randomized. 


3. Individual fleets can be used to ad- 
vantage to provide air support to 
"beachheads." 


4. A Fleet stationed in Ocean Area 5 can 
provide a "bridge" to transport Armies 
into "beachheads" located in North 
Africa and United Kingdom. 


5. Take advantage of the rules allowing 
movement of armies over multiple 
Ocean Areas in 1 turn. This mobility 
can allow the U.S. to minimize the 
Soviet mobility advantage of central 
position (interior lines) in many cases. 


6. Attacking Soviet Amphibious Forces at 
sea with U.S. Fleets can forestall an 
impending Soviet landing. 


7. Retaining Air Superiority over units 
threatened by superior enemy forces 
is essential to holding that area. 


8. Economic strength is very important 
in GEOWAR. The side which has built 
up a higher “GNP” and level of Indus- 
trial Capacity during GEOPOL will en- 
jov a significant edge in GEOWAR. 


9. Providing "Air Cover" to neutral or 
friendly but ungarrisoned minor pow- 
ers can prevent establishment of Soviet 
Air Superiority over the area and hence 
help defeat a Soviet invasion, in some 
Cases. 


Appendix D 
SUGGESTED CLASSROOM GAME 


We suggest that for use in the classroom, 
GEOPOLITIQUE 1990 be plaved һу a team 
of 5 students, each representing a major 
policy maker in the U.S. government. The 
five roles are: 


— President 

— Secretarv of State 

— Secretary of the Treasury 
— Secretary of Defense 

— National Security Advisor 


With such an arrangement, the President 
would be responsible for making the final 
game decisions, based on the recommen- 
dations of his cabinet. The Secretarv of 
State would be in charge of meeting the 
country's political goals, bv placing PAP's 
and negotiating with minor countries. 
The Secretarv of the Treasury would 
recommend economic production quotas, 
based on the needs of the other players. 
The Secretarv of Defense would govern 
the production of military units and their 
movement, attempting to defend the U.S. 
against possible war, while assisting the 
Secretary of State by putting pressure 
on minor countries when needed. The 
National Security Advisor would be respon- 
sible for analyzing possible Soviet moves 
(based on the Politburo and what the 
plaver assumes would be reasonable 
moves for the USSR). 


АП players should submit a written plan 
to the President at the beginning of the 
game. Each plaver should outline their 
goals and their plan for reaching these 
goals. The President should use these 
plans to furmulate a strategy for the 
countrv, submitting this before the first 
game turn begins. At the end of the game, 
each player should write an analysis of 
the actual game, especially keeping in 
mind how it related to the original plans. 
Due to the nature of the game, contlicts 
between players attempting to achieve 
different goals will occur, and it is impor- 
tant that players deal with these players 
in their after-game reports. 


GEOPOLITIQUE 


Scenario Reference Chart 











Scenario #1 #2 #3 #4 #5 #6 #7 

Name Major Power At the The Atlantic Soviet Failure of the | US Confrontation 
Revival Brink Alliance Renaissance Monroe Doctrine Renaissance 1984 

Scenario 

Parameter 

#US Eco Agrmts 1-2 1-2 s 4-5 1-2 1-2 5 

#US Pol Agrmts 0 1-2 * 0 1-2 1-2 6 

#US Mil Agrmts 0 3 - 4-5 1-2 0 7 

i USSR Eco Agrmts 1-2 3 3 1-2 "s 3 4 

# USSR Pol Agrmts 0 4-5 3 12 = 4-5 3 

#USSR Mil Agrmts 0 1-2 3 1-2 We 3 1 

Minors' Resolve High High Medium Low Medium High Medium 

Minors' Mil. Str. High High Medium Low Medium Medium Medium 

3t US Mil. Units 2 5 4 3 4 9 8 

# USSR Mil. Units 2 7 6 8 4 3 10 

World Tension Level I ПІ H Il III Il III 

US Prestige 20 30 30 10 30 40 30 

USSR Prestige 20 30 20 40 30 10 40 
аваар High MTL, 

REV Mat enel Normal M MIS Low Low FD Low EN Low FD Normal 

Availibility EN 

Ind: e n Low Normal Low Normal Normal Normal Normal 

Availibility 

US Treasury 20 40 20 —10 20 30 0 

NOTES 


* US begins with many Eco, Pol, Military Agreements in Europe and New World 


** Soviets begin with many Eco, Pol, Military Agreements in New World 


